RAILROAD EUCHRE

(Variations)

Though the following variations
are mainly associated with railroad
euchre, many players use some of
these with other euchre games.

Points in excess of those needed to win game are carried   Lap*
over and counted as part of the next game.
If a side reaches game with the other side having no score,   SUrni
the winners score for two games.
If a player decides to play a lone hand "pat/* i.e., with- Pat Hand
out exchanging with his partner or exchanging for the
turned-up card if he is dealer, he scores 5 points if he wins
all 5 tricks ("march")- If he fails to win all 5 tricks, his
opponents score 1 point. If he is euchred, opponents score
3 points. When a player announces that he is playing a pat
hand, neither opponent may play alone against him.
If a lone-hand player announces "Jambone," neither Jambone
opponent may play against him alone. He must place his
hand face up on the table. Whenever his turn to lead comes,
the opponent at his left may call the card for him to play.
Whenever it is lone hand's turn to play to a trick, oppo-
nent at his right may call the card for him to play.
Opponents, however, may not advise each other, nor may
they force the lone-hand player to make an illegal play.
If the lone-hand player succeeds in taking all 5 tricks, he
scores 8 points. If he wins 3 or 4 tricks, he scores 1 point.
If he is euchred, opponents score 2 points.
If the player who made trump holds the 5 highest trumps   Jamboree
("jamboree"), he may show them immediately and score
16 points. The hand is not played out. This applies only to
the player who made trump.
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